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Abstract

When the higher education level of our country changes from the mass to the universal, the quality
of education attracts nationwide attention. Since students’ motivation and participation matter a
lot in terms of maintaining the quality of education, a lot of researchers devote to studying how to im-
prove them. Meanwhile, with the development of education informatization, new pedagogical meth-
ods arise. Among them, gamification teaching method is known for its ability of boosting students’
learning motivation and engagement. Therefore, it has been studied broadly in education area.
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Through the analysis of its application in higher education, three major findings are presented. First,
there are three different levels of its application, which include simply trading out the parlance
of pedagogy for that of gaming culture, integrating game design mechanics into teaching design and
designing the whole teaching process as an educational game. Second, its application can improve
students’ learning experience and performance. Third, there are difficulties in its implementation,
requires which further research both in theory and practice. Based on the above discussion, there
are some suggestions for carrying out gamification teaching method in higher education of our na-
tion.
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A A RIAE. “HREIRL” IR BEWAEL[7] [8]. FAFHE T 2GS B ) AT 2
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R FRTE S AT AR S AT S T T 2 NS R EARF B S 8k, MAERE Bk, Wi
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&AL —Fh R

1.2.2. FUBFESR

TR HCETT SRR RAOTT R, Bt ik, HUSE, JeH2IEE s, A4 F AT
TiE X A [F) R AR 6, G4 B Oo b N S RRAR (18 26 381555, )b 4@ T+ 5 AR i 2% S R I E R R #E v,
FEAE T ANFEIARAE, W™ i #k (serious games) % & U7 %k (edugames or games for education). & T JF X% [ %L
2% (game-based learning) 5 JiF 4% 1t (gamification)ZE[ 10]. A WAL XT ARG “Usktl” A1 “FF Ik #:” Bk
177 =B R 5, RIS — FhEE B B A 3 78, B TR L] S il AT AT 2% ST Al fig
el 11 MR TR 20 — P s B IR 58 L R G, HIE Tim % )k
B0112]. B B IXIAE Tk Ak e 0y ol iz R R & wiuK~F(level). il % (badge)- M 1L & (avatar).
HEAT B (leaderboard) 55, K BN 2 ST i REE AL R — Pk, BE T IR 0 B0 07 AU i b i vk 5 B8 IR
FEICEE T M IR B R 8 22 ST R s = L[R2 AL AE T al id Wie ak g I A B SR i R ) j, 5kJih 2 5
FRNF SRR T 2] R

A SCANHAT A KRR 7 RRAE R — B X 55, 2R AN\ B R A B 75 R e,
T 4 TR I A v S5 2 A b (1 S
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2.1, ZEFERARE: BRFEREBEBRAFERRE

B IZ I ARA 07 77 N8 I R R 2y G T PR B il s S, 0 EER 22 g R 1 — 44 B AT 1R
MRALF A U . A3 “3E4T 7R (performance of presentations)” Ay %4 4 “ 58 AR K (completing quests)” ,
“ i (taking tests)” N “F]PE(fighting monsters)” , “’5 & 3 (writing papers)” A “fillif(crafting)” , “3R
2220V il Gi(receiving letter grades)” SN “3K15 4546 {H (gaining experience points)” , AN AEHE <RSI FHIE
HEAT Ui A B iy 44 RERE AT 2 ) I SR AR Ul R RO T 164017 6 31 “ X DI T K47 [13].

JOAE IR — 02 R H R R B 1Y), AR Ao i 0 e i A A R THRFAE IR O E AR T T 22 AR 1 PR
S5, RAEHE TR BTN 14]. i 6 0 B0E B B e, 2R AER] 2 e i S 2 7= AR B
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ST AT AR A O, ARt 2l 2yl AT o, BB E A28 7R, mAFEEFERNT )
MUKPRIER 5 2 5 HE T B . RAARZ B0 B S e 5 R 2 R R A B0 7 I SE AR 25 &, 4 R
FERIEWERRACE A RIS, VISEf s 2 1) IR 5 5 2 K.

2.2. FERRMABE: FHFROETHHBIRABEZ IR

TR BT PRIE BT R Rt AT Ik () B LR . B FH B s 85 80E Aarh, ek it i g ek
W (freedom to fail)~ RIS 2 i5i(rapid feedback). ZR %114 (progression). #f = (storytelling) &ALl % Tk 2%
A2 S BN HL UL R AR 2 R F 5 5 B R E 150 R SCB XX Y R AL 1) £ 1 25 0 Ak 02 vh 1 B
FHHEAT HAK R .

1) RHFRK

FEWERR BT, BUEIEHE WS T 2 O ar B — BRI o AT R AT DUOR R AT & s
W, ARG A AT B0 2R . X — L ilis TR IR R R e A BER T A 2 5[ 16].
WER AR ) AR R R DA A AT B F IR R, AT A AR g, 125 2 ok
HEAAFEAR S . HRE SN RERSEHER G, 24 LLH HIR RN R, TR, JF
SRANEBEMIAI LGSR, T AT R 0 Vet B FRARA . 7E RS DI ARG, A HSRfE RF ek dt AT B3RV
Wrs T Z A AT DAHE b 2 B R M B S X ST AR E I R M

2) BES R4

RIGRT T8I )R B EEAEA, R &5 BAE 0, BUEAE R TR T
s RIS SOt i) — Mo, 4 ooz T2 v ol DL Bh 2 AR S A M 1 B SRR R IGO0, A B0 it
ITEIRAMR, IG5 B ORI RO, RN 3RS0 2 1% S IR IR ST RFEE T . LA S
oA, RS EeE AR TR H AR R E B, AR RS SN, MEERC
H T HRBRNE B, 220K 5250 EEHNHR ;. iR s, FE% 0%
AR BE S A BB A AT, A 2 ) G R R 4R, S I AR B AR 3 TR Tt

3) R5tk

e BT T R AT AT 55 R B A 2 R AU MENL,  Bu i@ X AR 55 10 3 4 B AN i s AT H 8 AT
%, ASEIMA L. XL H TP RS SR AT, BEBER., 5%, 4 7#HD. @idix
— 307 S, R DAFE B A ANTHOS ] G N F IR AOIRAS FR o e ok o RIS, X S BEAT 5%
AT 70 R R A0ORE S 2 A P AR 2 o) s B BRI T 46 5 2 .

JPP (Just Press Play) & —# H Z W R HOR B FUPT T K I BCE ek, B ERFRER A MBRAL 1T A,
WS ZUAE S [ AS A, IR E A S R I . =R e iR M G, 75 2@ R 5%
SIES5 S8 TG, kT RBIRT 0 st 17]. RS AR R W] DAFE R 7 2 B CAHAR N ERE, AT B
O 55 1 T B2 AT & BRI %

4) PHigE

W — =25 T — NI R B e 5, WMk Ie 8 5 T 5k A2 350, a1 CRE ) iF
X BT K T A — DA E R AR IS 2 5 RS A R A LI AR NI G . 1T B,
X —HURDE S NI T A S IR SRR A R A, P DO I L2 AR AN R A m AR AT
SEWRFIREA,, MR U I R A . G R I S SRR T B B E G AR, RS A P R
ATSEBRRIA, RIS AR £ . B2 iR, w] DU ek 205 07 SO0 2 A A g — A R4,
Gy, SEINEE ST BE R b A AL, BB AR SRR RE ), B AR IE B S R AR, IR
= R R AN
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23. REFEARE: BENMFIELTHH—MBEHEL

TR A HCAE e 25 R SR E B AR R N Btk e T EE R, IRl 2 i it AT
Hote 5 2, R RA AT AR SR R AT, W TR LSS, i
NHBE W — DT

A 2EE AR EE P2 “ SR BRI TR R 18] BN R 1 ZONEE I
AR, B MRIREA — DR R S BN R AR S E MRS, XEAES S ik
ST R AU R o 22 AR I SE RN BT BT 5%, 3 8 BRI A S92 R R D) SR 2 B 25 Bk
RIS TN 2% 384T h e BRI R B AR S F AR A B AL T “SNET TR T ORI R IR A 5 S
e
3. IR EEFE A AN
3.1. R

1) WRRAEET IR 2EEE G, RE¥ENSEE

FRA M « 322 (Richard M. Ryan) fl15% f 4 « jfi Ji(Edward L. Deci)fE 20 20 70 AR H 1 B R vk
JE P18 (self-determination theory) 45, = KNTEFT KIS A B T2, BIEATE 77 (competence).
KN (relatedness) H F A (autonomy) [19]. WERALBEE TG 22 2] SR RS A, @il “ T “HE
177 “YRlcE” UK “RAIME” SRS, 854 = RN R KRR RN 2, WMk 8. B
IS, 55 058RS R OB (NS5 38 A B T AR AR 77 75 RS 200 2 s e B iE Re g ik
AT IR AT 2], AT 2 B SR RR SR AR TE STl fEdr, 22 AEI8 v DL E F YuE 58 i)
JIRGHEE, ART B FERSEI

ZHR—MOERE, RICAEREIEEET . FEAME, K THZHhE. 250t 5H5 2
b NEICHSE][20]. AFFER B, %% ST X T 5 A N+ B2 HAHOCHR , A0 52 50
Ho T2, DEFEEITANR AR ZRIMERIB( R BT ), 82 AERIS(WS R, AT
JIv FHRME. B ER)E, R B AR AA R T ik AR R RN R 2] 221

fE—E R BRI LAY, =3NS % ) S 5B, BARRE . IRl B G A 3 A
BRGSO B PRI — RAVF MBS 54 T S B, RESAR LF HUBUR F A S L, 1R THE
NS5,

2) TR H 2T AR T 224 iy 22V 3R T

BT IR 2 T DLBUR A S B, ORBE AR 23N, AR S AR IR e AR 3] 1 A 4
o AR SCHE BN “B0k” URIRE ko fl, SRR NG, S AN 5. S
B AR RPN, IWIEATURE ] R R85 SIS R THBe 1k 22 A BB 2
H O 2 2] BE S S I ROst, BRI T2 2] I B 215 BIOR S5 0R M. FEER0E K G, Halk st
HRIRT T #RTt.

3) FERMB T AR FZAE RS ERR T

TR REME T L LI MEAT 7). B EARL SRBPERM AERR K. SRR R R A T B 2
CRERES), WEIRRERE ) MR S dRe 1. BIBNEIERE )15 . TE S SIS, A
T H E MRS e O L, MR ORAEAE S BB I N B8 B UE 55 FOIRAEEAT 5 MBS I, AR TR %
ZE5MNEGE, BXRMPCR, FREE ROk ) ) T RS DU b 5 BT B & 2%
TEABCFWERIE R A, 2Rt B AR IRT T Il A e
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3.2. BERHE

AW R A T7 3NHE 1o 5 30 (0 L RERS il SR 2 2 4, (B AR HL ST R th D A2 AE — E IR 8%
WNBE WA B AL WA TEPRMBE DAY BEHENR TR IR XAF
TN AU 45 o X L PRI AN 2 R il i A 2807 T AR SRR, 3 277 A0 LA o 3 30 K
IS FH ) J 5 -

1) EEWERBTRE

U T XAy St TR PR i AR AL B BB, vt 58 3 R X 110 xR 0 St AR B AN T B A
MIPER . “WfapRs 2 5] 7 557 20 E AR AE RN BT R R [22], AT 2 1k 27 3] Ak Bk 2 S sl 22 /b AE
PIE (IR T 2 7 X AR BB W R BRI E . 22 2] HEAT R 22 ST, a5 iAo A RE KA
TR¥F[23]. BEASIRN24], BAREEIZCR. W “HHTHE” TR, WA BTGB, A
HCAERUE ik b R S PT RE 2 0 22 A 22 2138 ISR RE I, A% G v 1 3 Bk 44 (251 3L RAESS”
Mreit, RSB AGH, AR AW RE R BITC I R, 4R 22 ST NSRBI E

2) HERBHRESEHEEHERS

SRR A BRI TR B, WK E G T RSO Rr S5 . (AT
RY, AMERAEABE S, RAUXE & it th A7 A2 17 [ 26]. LEAh, FUH & BB TR Re ) th i 2t
TR, O T S S AR, FUMTR B REOR . HEAE T . 0 R ET AR SRAG AR
o, BT REA R R I 2 T7 30, BUOMATIA € B C2 & A 4l i s A Brea L ik
HEEESIIRESI[27]. — WU [7] 488 44 HUMAT Sl wle M 202 S (2 M DR 2 (0 R AR WY, 48% I BTy v
JoR B 1 20 0 R PR R 2 o T ) 2 R A B RS, 33% YU O R 54 - g T x5
4ih, 26%MIEITIN N H OA T A fris A R AR [28].

3) % 3E X AL

HT T 1o 4 2 U R T R B AR T B BOR AT, 2 2B ISR A R AR b X
FE—ERESE L2 I8 fs 51 3 TN e ) 2>, TR i HL B S Sk S RE T A FR[29] 0 [FIRE, 2250
5 ST 70368t AR A _E IR, 3K [RIAE th T i 2 50 L I X T T e 0 PR A

4. it 5N
4.1. ARG

IR SRR, A2 [ b e S O AT XA B SRR 0 BT, ASHIE T8 8 S8 0T S5 U U A
M T s R AT 1 X0y, RIS M EEAAE = MR I R IR A CR B 1R
B AR TE), = T XA 20 CRg e i e v B i 20 e 5 0 TR AR 2= T e A 0 CR A
HEERRRT N RBFIRR) . T ERZH A, HTX ATy U AT ARG & e, JF
ARKIMERF 2 AL BIUK T 52 S 5. M TRRIRAES, BTEEIRIT R L2 2R
RS AR, AP ERIMERE, FAESCRR R A E R . T R b #e:, T A EREAT R
T TT A, ARR R SEHEXE LG b, R AR 3 SC B P RO

ok, xS HE U AL 2 5 SRR R Wi 5 AT RE N BEEAT IR E AT o T RRAL HET7
O SRR SRIBME . B EBRNAET R, B TR 2I3HL, $2m 7RIS
SR FAEERES 5% A0 E Y, B3 7R RS H RS, T8RN, AT
T RBLE R IR T AR H R MR ). HIBNEAERE I AL IR R BE D)5 R A R ). (ESE
PR, Bt ey SN B T i € W B FR BRI A, #UA B S B IR, U
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AT HERR AL FLF U RE 185 5% UL R 5 51 3300 TH 2 i L & kb 45
4.2. EEIWN

St ESCIRT A, RS R S5 R WU SR I ) AL A AT A = AN HE T, ok A2
TN REmrAE IS HE . RTHACRBUR R IR A BT, R ORR A S AT 5 R e AR
BRE, FRNHEDHELREIL.

F— WEMRT R, AHSCHTTRT BLH SN a1 i, 513 s BT R R B s, S
Bes BB T LA Aiolb B AR BEAT BOA W R A TT A o 0 T St A0 R I B AT — e 22 iy, JFEALAE M
PR UL E BRI A B, WHBUR TR, — 5 o5 w2 3 T AT e o, s G BR
TRURE o S5 U A R, BT XA RHRS R IR SRR A R et e 3, IS L 5 AR,
TGP 3R T2 R ) 22 SRR 5 2 ST O, PRIERUE R . 73— J7 1, it 2 AL B BT 22
B FREUM AT IR A B RE ST, AL WA A et TARYS 7« SR AL EAT T AL e 1 B TR
THRECT G (U Classcraft, Kahoot!)5%, FEiFXRACH A, HUMVEAMIBIE , 7 Bt 2R BT H0F il
O AR PR ECE BRI B REE BbR, XA ORI ST A 51557, R E R
NIAR B ER TIN5 3HF . =, WBIOR IR, HOM 5 22 3 BEAT I A ECA A R I B 22 5
B BEAT #o S0B, AE R R 5 12 -l A By 3, AREEAERNE D)L UUIR# . Ak,
=Dy sl RN N= AR R I T 0 7 R (et e R o P (SN R N9 3.2 Ntab e s =
SR SEA B ENE . R, AR SEPRAC AP 2RI 5 FBOMGRE N X s, Qb2 S
AR 6], s IR TP R SRR 25 AEAREBLSE AU A R, AT B T A 2E 2 S AR R
HUEEE, TR AR AT IR A S ST I S SRR, B A SR AR 5 O SRS A B3 T AT BT R
e
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